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Introduction 


The earliest record of organized baseball in the United States dates back 
to June of 1846 in Hoboken, New Jersey. However, historians are quick 
to point out that baseball is actually a modified version of the English 
game of Cricket, and forms of the game can be traced back to early 
Egyptian culture. 


Many people believe that baseball is the ultimate strategy game. Instead 
of being a game of brute force, baseball is a game of skill, management, 
and the effective use of your players. 


Pure-Stat Baseball puts you in control of every aspect of the game. 
Every team from the 1985 season is accurately represented, along with 
eight classic teams from the past. You decide which team you want to 
manage, and pick the teams you want to play against. You can trade 
team players, draft new players, or create your own teams. Pure-Stat 
Baseball even lets you choose the stadium you want to play in. 


You control the lineup and call your plays, offense and defense. Pure- 
Stat Baseball maintains a complete statistical record of each team 
player’s performance. Player stats and game Box Scores can be dis- 
played on the screen or sent to a printer for a hardcopy printout. 


Getting Started 


Disk Loading 


¢ Pure-Stat Baseball does not require a joystick. Play selections can 
be made with a joystick for play secrecy in a two-player game, or for 
convenience in a one-player game (see How to Use the Joystick). 
If you want to use a joystick to make your play selections: 


¢ Plug the joystick into the computer before starting the game. 


¢ NOTE: A zero centering joystick is the best type to use, or keep the 
stick centered when not in use. 


¢ Turnon your computer, then insert the Pure-Stat Baseball disk into 
the disk drive. 


Restarting the Game 


You can start a new game any time Pure-Stat’s main SCORE/PLAY 
SELECTION screen is displayed: 


¢ Press the [*] key on the keyboard. 


Program Selection 


In addition to the game itself, Pure-Stat Baseball includes the neces- 
sary tools for you to: 


e Manage your club by trading players. 
¢ Draft your own Pure-Stat team. 


¢ Form your own leagues. 


¢ Track your team’s/league’s stats. 





After the program has finished loading, you are prompted to select one of 
three possible options: 


PROGRAM SELECTION 
PLAY PURE-STAT BASEBALL 
UPDATE/CREATE STAT DISK 


TRADE PLAYERS 


ENTER SELECTION = 
THEN PRESS [RETURN] 





Creating Stat disks and trading players are covered in detail in the 
MANAGER’S GUIDE BOOK. Press the [1] key to play Pure-Stat 
Baseball. 


Team Selection 


Pure-Stat Baseball includes eight classic teams plus the entire 1985 
season. Additional season and classic team disks are available from 
your dealer or directly from SubLOGIC. 


When you select the PLAY PURE-STAT BASEBALL option, a TEAM 
DIRECTORY is displayed next. A sample directory is listed on the next 
page. 


TEAM DIRECTORY 


1927 NYY 5 = 1962 SF 


= 1955 BROOK 6 = 1969 NYM 


= 1959 LA = 1975 BOST 


1961 NYY 8 = 1976 CIN 


ENTER VISITING TEAM NUMBER = 
THEN PRESS [RETURN] 





¢« Enter the number of the VISITING TEAM you’d like to select and 
press [Return]. 


¢ Enter the number of your HOME TEAM selection and press [Return]. 


* Teams from the 1985 season are stored on a separate disk. You will 
have to remove the Pure-Stat Baseball game disk and insert the 
1985 Teams disk to access these teams (see below). 


To Play a Team From the 1985 Season 


When the TEAM DIRECTORY selection menu is displayed, remove your 
game disk and insert the 1985 Teams disk into the disk drive, and press 
the [CONTROL] [B] key. A team directory for the 1985 season will then 
be displayed: 


1985 

NATIONAL LEAGUE 
EAST WEST 
1 = ST. LOUIS 7 = LOSANGELES 
2 = NEW YORK 8 = CINCINNATI 
3 = MONTREAL 9 = SAN DIEGO 
4 = CHICAGO 10 = HOUSTON 
5 = PHILADELPHIA 11 = ATLANTA 
6 = PITTSBURGH 12 = SAN FRANCISCO 


AMERICAN LEAGUE 
EAST WEST 
13 = TORONTO 20 = KANSAS CITY 
14 = NEW YORK 21 = CALIFORNIA 
15 = BALTIMORE 22 = CHICAGO 
16 = DETROIT 23 = MINNESOTA 
17 = BOSTON 24 = OAKLAND 
18 = MILWAUKEE 25 = SEATTLE 
19 = CLEVELAND 26 = TEXAS 


ENTER VISITING TEAM NUMBER = 
THEN PRESS [RETURN] 





Use the same procedure as noted on the previous page to select the 
Visiting and Home Teams. Remove the 1985 Teams disk after both 
teams have loaded, and re-insert the game disk into your disk drive to 
continue. 


Stadium Choice 


The ball park you choose to play in can have a major effect on the 
outcome of the game. Consider the differences between Fenway Park in 
Boston and Yankee Stadium in the Bronx, for example. Fenway can 
favor right-handed batters, while Yankee Stadium can favor left-handed 
batters. 


Pure-Stat Baseball has the unique feature of offering you a choice of 
stadiums in which to play your game. Three stadiums are included on the 
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game disk. An optional Stadium Disk is also available that graphically 
depicts ALL of the major league stadiums in both leagues. 


After your team selections have loaded, you will be prompted to: 


ENTER STADIUM DISK 


THEN PRESS [RETURN] 





At this point you can either: 


¢« Replace the Pure-Stat game disk with the Stadium Disk and press 
[Return], 


-OR- 


¢ Press [Return] to select from the stadiums included on the Pure-Stat 
game disk. 


You are then prompted to choose a ballpark to play in: 


= SUBLOGIC STADIUM 


YANKEE STADIUM 


3 = DODGER STADIUM 


ENTER STADIUM NUMBER = 
THEN PRESS [RETURN] 
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Enter your stadium selection and press [Return] to continue. If you select 
a stadium from the Stadium Disk, remember to re-insert your game disk 
after the stadium has loaded. 


Type of Game 


The next menu-selection screen asks you to specify the number of 
players for this game. You have three choices: 


SELECT TYPE OF GAME 


0 = ALL COMPUTER GAME 


1 = ONE PLAYER GAME 
2 = TWO PLAYER GAME 


ENTER SELECTION = 
THEN PRESS [RETURN] 





Enter the number for the type of game you want to play. 


All Computer Game 


If you select the ALL COMPUTER GAME option, the computer will con- 
trol offense and defense for both teams. All you have to do is sit back and 
watch. The computer manages the teams by calling the plays, relieving 
pitchers, and putting in a pinch-hitter if the game situation warrants one. 
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When the ALL COMPUTER GAME option is chosen, you are asked to 
select the number of games you want the teams to play in this area. 


ENTER NUMBER OF GAMES 


THEN PRESS [RETURN] 





Up to 9 games may be played in a series. Choose the number of games 
you'd like the computer to play, and press [Return] to enter your selec- 
tion. 


For example, you may want to have Boston play a four-game series in 
New York. You would select Boston as the Visiting Team and New York 
as the Home Team, choose Yankee Stadium for the ballpark, select the 
ALL COMPUTER GAME option, and enter 4 as the number of games in 
the series. 


Pitching Rotation 


When you play a series of computer games, the computer will automati- 
cally change the starting pitcher for each new game to the next man on 
the pitching roster. When preparing for a series of computer games, you 
are given the choice of using a four-man or a five-man pitching rotation: 


ENTER PITCHING ROTATION 


PRESS [4] OR [5] 





If you select 4, the first four pitchers in each roster will be used as the 
starting pitchers. If you select 5, then the eighth pitcher in each pitching 
roster will be used as the fifth starter (see Pitchers Screen). 


Overriding the Computer’s Decisions in a Computer 
Game | 


lf you are watching the game and you feel that either computer manager 
has made a wrong decision, you can override the computer manager by 
pressing any key while the computer is selecting either Batting/Base 
Running options or Pitching/Fielding options. You can then substitute 
players or override the computer’s play selection (see Reviewing the 
Batters/Pitchers Roster, Offensive Options, and Defensive 
Options). 


Quick Games 


If you'd like to have the computer play a quick game and you are only 
interested in the results, you can: 


¢ Press [D] to turn off the DISPLAY. 
¢« Press [Q] to switch off all timing delays for a QUICK game. 


The display and timing delays can be toggled on or off any time the main 
SCORE/PLAY SELECTION screen is displayed by pressing the 
appropriate key. 


Printing the Game Results Automatically 


You can have individual game totals and series totals sent to your printer 
automaticaly for a hardcopy printout. Before selecting the ALL 
COMPUTER GAME option, make sure that your printer is connected and 
turned on. The complete Box Score for each game will be printed, as well 
as the complete Total Box Score for the series. 


To have your Box Score automatically printed out, you must play 2 or 
more games. Otherwise, at the end of one game you can 
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printed by pressing the [B] key (see Reviewing and Printing the Box 
Score). 


Saving Game Stats to the Stat-Tracker 


Please refer to the MANAGER’S GUIDE BOOK. 


One Player Game 


If you select the ONE PLAYER GAME option, you will be asked to: 


SELECT THE TEAM FOR THE 
COMPUTER TO MANAGE 


PRESS [V] FOR VISITORS 


PRESS [H] FOR HOME 





Press the appropriate key to make your selection. To play a quick game, 
follow the instructions outlined in the Quick Games description above. 


Two Player Game 


Press the [2] key when the SELECT TYPE OF GAME screen is displayed 
to play against another player. 


1S 


Main SCORE/PLAY SELECTION Screen 


Once the game has been loaded and you’ve made your selections, the 
main SCORE/PLAY SELECTION screen is displayed. This screen is 
segmented into 5 major areas: 


1 SCORE 

2. CURRENT BATTER’S STATISTICS 
3. BASE RUNNER'S STATISTICS 

4. PITCHER’S STATISTICS 

5. ACTION/PLAY SELECTION 


TEAM NAME 1.2 3 4 6 6 7.8.8 0 
“NYY 1961 
BOS 1985 





AT BAT VS LHP 
M. MANTLE 


BASE RUNNERS 








= R. MARIS 








PITCHER VS RHB H 

D. BOYD 136 
THROWS ER 
RIGHT V2 








PLAY BALL 
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Explanation of SCORE/PLAY SELECTION Screen 


SCORE 


This area displays the score by inning for the Home and Visiting Teams. 
In addition, this portion of the screen displays the cumulative total of 
Runs, Hits, and Errors. An asterisk (*) indicates the team at bat. 


BATTER 


This area displays the batter’s statistics against the type of pitcher he’s 
currently facing (i.e., against either a left-handed or right-handed 
pitcher). This is the information you will need to make the types of 
decisions necessary to lead your team to the playoffs. (See Explanation 
of Batting Statistics.) 


Press the [CONTROL][A] key to review the on-deck batter’s statistics 
(the next batter up.) Press [CONTROL][A] again to return to the current 
batter’s stats. 

BASE RUNNER 

This area displays the current base runner’s statistics. (See Base Run- 


ning.) 


PITCHER 


These are the current pitcher's performance statistics against either left- 
handed or right-handed batters. (See Explanation of Pitcher’s Statis- 
tics.) 
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ACTION/PLAY SELECTION 
This area first displays detailed results of the last play. When you press 


the [Return] key it then displays your offensive and/or defensive options 
for the forthcoming play. 


Reviewing the Batters/Pitchers Roster 


At the start of each game, the computer will load each team’s most 
probable starting lineup. AS manager, you may wish to adjust your 
team’s lineup from time to time. 


To review your player roster or change your starting lineup: 
« Press the [C] key. 


¢ Press the [H] key to review the Home Team, or [V] to review the 
Visiting Team. 


The BATTERS ROSTER/STARTING LINEUP screen will then be dis- 
played for your team. This screen is divided into 3 major areas: 


i Fielding/Batting Roster - Left Column 
e. Starting Lineup - Right Column 
3. Highlighted Batter’s 

Statistics - Bottom 


(See next page for BATTERS ROSTER/STARTING LINEUP screen.) 
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BATTERS STARTING LINEUP 
T.RAINES 01 T.RAINES Lr 
R.JACKSON 02 RJACKSON RF 
W.MAYS 03 W.MAYS CF 
D.MATTINGLY 04 D.MATTINGLY 1B 
C._YASTRZEMSKI 05 C.YASTRZEMSK!I DH 
R.SANDBERG 06 R.SANDBERG 2B 
G.BRETT 07 “GBAETT 3B 
E.BANKS 08 E.BANKS SS 
Y.BERRA 09 Y.BERRA C 
O.SMITH 
D.MURPHY 
W.UPSHAW 
D.KINGMAN 
J.DIMAGGIO 
H.AARON 
B.RUTH 
G.CARTER 

AT BAT VS LHP AB H 

W.MAYS g00 199 

BATS 25° 36 
RIGHT 33 13 
RANGE THROW FLD% 
4 3 99% 





Batting Statistics 


Pure-Stat Baseball provides individual player's batting statistics against 
left-handed and right-handed pitchers. When left- versus right-handed 
batting statistics are not available, the program displays the season's 
total batting statistics. 


NOTE: As a general rule, right-handed batters perform better against 
left-handed pitchers and vice versa. 


The statistics initially displayed in the lower section of the screen show 
how the highlighted batter performed against left-handed pitchers. Press 
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the [CONTROL][D] key to see how the same batter performed against 
right-handed pitchers. Press the [CONTROL][D] key again to return to 
the stats vs. left-handed pitchers. Stats displayed in the lower section of 
the screen include: | 


Batter’s Name 


BATS 


- Right or Left 

- At Bats 

- Hits 

- Batting Average 

- Runs Batted In 

- Walks 

- Strike Outs 

- Doubles 

- Triples 

- Home Runs 

- Bunt for a Hit 

- Sacrifice Bunt 

- Power Rating 

- Ability to get to the ball 
- Ability to Throw the ball 
- Fielding Percentage 
- Stolen Bases 

- Base Running Ability 


Changing the Batting Lineup 


The following procedure is used to insert a new batter into the starting 


lineup: 


* Use the[*%] or[J]keys to move the right-column cursor to the player 
you wish to replace. On the Apple II and II plus, use the [ ; ] and [ / ] 


keys. 


¢ Use the [Space Bar] to move the left-column cursor to the player you 
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want io insert into the starting lineup. If you accidently pass over the 
player you want to insert, simply continue pressing the [Space Bar] 
until the Cursor returns to your selection. 


* Press [Return] to insert your selected player into the starting lineup. 


Changing a Player’s Fielding Position 


After inserting a new player into the starting lineup, you are given the 
opportunity to change his primary fielding position. A menu displayed at 
the bottom of the screen prompts you to: 


ENTER POSITION NUMBER 
AND PRESS RETURN 
P 4=2B 7= LF 0=DH 


COC § = 36 8 = CF 
1B 6=SS 9 = RF 
POSITION = 





¢ Enter the player's new position number and press [Return]. 


¢ If you want to keep the player at his normal position, just press 
[Return]. 


Changing a Player’s Rating 


PURE-STAT BASEBALL provides an easy method for changing the 
following player ratings: 


¢ Range 

¢ Throwing 

¢ Base Running Ability (BRA) 
e Bunting, and 

¢ Sacrifice 
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(NOTE: Please refer to the appropriate section of this manual for a 
description of each factor.) 


You can make Player rating changes on a “game-by-game” basis, orona 
“permanent” basis. 


1) To change a Player’s Ratings on a “game-by-game” basis: 
(from the main SCORE/PLAY SELECTION screen...) 


a) Press the [C] key 

b) Press the [H] key for the Home Team; or [V] for the Visiting 
Team. 

c) Position the left cursor on the player you want to change the rating(s) 
by using the [Space Bar] 

d) Press the [CONTROL C] key. 

e) You will be prompted to “ENTER FIELDING RANGE = ” 

f) Enter a number between 1-4 and Press [RETURN] 

g) Repeat Steps (e) and (f) for changing the following ratings: 


¢ Throwing 

¢ Base Running Ability (BRA) 
¢ Bunting 

¢ Sacrifice 


2) To Change a Player’s Rating on a “permanent” basis: 


(NOTE: Please refer to page 19 in the Managers’s Guide Book for Trad- 
ing Players.) 


a) Load the Game Disk. 

b) Select TRADE PLAYERS (option number 3 on the PROGRAM 
SELECTION SCREEN.) 

c) Make certain that you have an INITIALIZED TEAM DISK. (See page 
20) 

d) Create a New Team. (See page 21). We suggest naming the new 
team similiar to the old team. 

e) Select the TRADE PLAYER option. 
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¢ Press [1] - SELECT DESTINATION TEAM - The new permanent 
team you just created. 

¢ Press[2] - SELECT SOURCE TEAM - The team which has the 
players you want to change from. 

¢ Before TRADING ALL OF YOUR PLAYERS TO THE NEW TEAM 
move the Left Cursor to the player(s) you wish to change the players 
rating(s) for, and Press [CONTROL C]. Enter in your player rating. 

¢ After you have changed the rating(s), follow the procdure outlined 
in the Manager's Instructions for TRADING PLAYERS. 


NOTE: If you enter a value greater than “4” into the rating, the game will 
assume a “1” value. 


NOTE: Playing an infielder in the outfield or having an outfielder play the 
infield will decrease that players RANGE. Just as in a real baseball 
game, when you move a player out of his usual position you decrease his 
effectiveness and increase his chances of making an error. A player's 
RANGE will decrease in the following manner if he is played out of posi- 
tion. 


Original When played 
RANGE out of position 
4 | 3 
3 2 
2 1 
1 1 


After reviewing your roster and making any changes to your starting 
lineup, press the [CONTROL][A] key to exit to the PITCHERS screen. 


Explanation of Batting Statistics 


The batter’s statistics can be broken down into 3 categories: 
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1. Batting 
2. Fielding 
3. Base Running 


Batting 


Batting statistics make up the first 12 items on each player’s stat list. 
They should be consulted when making any lineup changes or player 
substitutions. Pure-Stat Baseball includes 3 new statistics to help you 
make a decision: 


BUNT 


The BUNT rating indicates how good a batter is at bunting for a hit. A 4 is 
the best possible rating, indicating that the batter has an excellent 
chance of reaching first base. A rating of 1 indicates that the batter will 
probably not reach first base if he attempts to bunt. 


SAC 


The SAC rating indicates how successful a batter will usually be at bunt- 
ing for a sacrifice to advance the base runner, with 4 being the best rating 
and 1 the worst. The better the batter's SAC rating, the better chance the 
base runner has of advancing a base. 


PWR 


PWR is the batter's overall POWER rating. A rating of 4 indicates that the 
batter is a power hitter, with a good chance of slugging a home run. 
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Fielding 


Players are rated on 3 fielding characteristics: 


RANGE 
Each fielder is rated from 1 to 4 based on his season performance: 
1 = Poor 2 = Fair 3 = Good 4 = Excellent 


RANGE is used to determine if the fielder will get to a ground ball. For 
example, if a ground ball is hit hard between shortstop and 2nd base, a 
highly-rated shortstop (4 rating) will get to the ball while a poorly-rated (1 
rating) shortstop will have difficulty in getting to the ball. This statistic 
does not determine how likely the fielder is to make an error if he gets to 
the ball. 


THROW 


A fielder’s THROWING ability comes into play when the outfielder 
attempts to throw out a runner trying to advance an extra base. Pure- 
Stat Baseball considers the runner’s BRA, how AGGRESSIVELY he is 
running, and the fielder's THROWING, to determine if the runner is safe 
or not. 


FLD% 


Pure-Stat Baseball considers the total number of season errors as a 
percentage of the total number of fielding attempts. This statistic is used 
to determine if there will be an error on the play. 
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Base Running 


Stolen Bases (SB) are commonly kept statistics. Pure-Stat Baseball 
provides an additional category, Base Running Ability (BRA), to help you 
make base running decisions. 


BRA 


Base Running Ability is rated from 1 to 4, with 4 being the best possible 
rating. This factor should be considered when deciding whether or not 
you want to have your runner go for an extra base. When a base runner 
attempts to take an extra base, his BRA is matched against the fielder’s 
THROW rating (see Fielding on previous page). If the runner’s BRA is 
greater than the fielder’s THROW rating, his chances of safely advancing 
an extra base are increased. If his BRA is less than the fielder’s THROW 
rating, his chances of safely advancing an extra base are decreased. 


Some Guidelines for Setting Your Starting 
Lineup 


Even though Pure-Stat Baseball loads the most probable starting lineup 
when you make your team selection, you may want to make changes in 
the lineup now that you are managing the team. 


Certain player traits should be considered when determining your start- 
ing lineup. The following are a few suggested “rule of thumb” qualifica- 
tions managers will look for when setting their starting lineup: 


Leadoff Batter - An ability to get on base, with enough speed 
if he should get on base to avoid the double 
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play, or to go to 3rd base on a single to center 
or right field. 


Number Two Man - A good contact hitter, since a strikeout can- 


not advance the base runner. Another strong 
trait is the ability to hit behind the runner to 
avoid a double play. 


Number Three Man - Typically the best overall hitter on the team. 


“Cleanup” - 


Number Five - 


Number Six - 


Numbers Seven 
and Eight - 


Number Nine- 


Usually a clutch hitter with power. 


A power hitter with a lower Batting Average 
than the number three and four batters. 


The same qualifications as number five, with 
a lower Batting Average. 


The National League has players who are 
starters by virtue of their defensive capa- 
bilities (typically a shortstop or catcher). In 
the American League, where the Desig- 
nated Hitter is used, the seventh and eighth 
men are usually the weaker hitters. 


In the National League, the ninth position is 
typically filled by the pitcher. In the American 
League, the ninth batter is usually the 
weakest batter on the team. 


at 


Platooning 


For teams where the statistics are available, Pure-Stat Baseball will 
automatically platoon its team’s players in either ALL COMPUTER 
GAME or ONE PLAYER GAME. 


Platooning is a manager’s technique for maximizing his team’s hitting 
against either a left-handed or a right-handed pitcher. Some batters are 
more effective against a particular type of pitcher. If the opposing team 
Starts a right-handed pitcher, for example, the manager will insert batters 
that are most effective against a right-handed pitcher (usually left- 
handed batters) into the game. 


Platooning is a very important concept to understand. Suppose you 
decide to put a right-handed relief pitcher into the game to pitch againsta 
specific batter, because he is less effective against the right-handed 
pitch. The computer can spoil your strategy by putting in a platooned 
player for the batter you were planning to pitch to. 


Remember that if you are playing against the computer, it’s your respon- 
sibility to platoon your own team members if that’s how you want to 
manage your club. 


Pitchers Screen 


When you've finished reviewing/adjusting your BATTERS ROSTER/ 
STARTING LINEUP screen stats, press the [CONTROL][A] key to go on 
to the PITCHERS screen. 


Like the BATTERS screen, the PITCHERS screen is segmented into 
three primary areas: 
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1. Pitching Roster 
2. Starting Pitcher 
3. Starting Pitcher’s Statistics 


PITCHERS 
R.GUIDRY 
W.FORD 
C.YOUNG 
D.GOODEN 
B.SABERHAGEN 
R.FINGERS 
G.GOSSAGE 
D.QUISENBERRY 


STARTING PITCHER 
R.GUIDRY 


PITCHER VS LHB BF 
R.GUIDRY 
THROWS 
LE 7. 





Pure-Stat Baseball provides pitcher's stats against both left-handed 
and right-handed batters. Where left- and right-handed statistics are not 
available, the program displays the season's total pitching statistics. 


NOTE: Right-handed pitchers generally pitch better against right- 
handed batters and vice versa. The reason usually given is that the 
pitcher can do a better job of hiding his delivery. 


The first set of stats displayed in the lower portion of the screen show how 
the pitcher performed against left-handed batters. Press the [CON- 
TROL][D] key to see how the same pitcher performed against right- 
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handed batters. Press the [CONTROL][D] key again to return to the stats 
vs. left-handed batters. 


Changing the Starting Pitcher 


There are 8 pitchers on each team. The first 4 pitchers are starters, with 
the first pitcher listed being the key starter for the season. The next 3 
pitchers (5, 6, and 7) are usually the relief pitchers, and should be used 
as needed. The 8th pitcher is along reliever, or the 5th starter if you use a 
five-man rotation pitching schedule. 


The highlighted pitcher's statistics are displayed at the bottom of the 
screen. To change the pitcher: 


¢ Move the cursor with the [Space Bar] to highlight the pitcher you'd 
like to start. 


¢ Press [Return] to select the new starting pitcher. 


NOTE: During the game the pitcher’s effectiveness will decrease, 

depending on how many innings he has pitched and how many batters 
he has had to face. You will want to keep track of your pitcher’s TF (Tiring 
Factor) stat so you can begin to warm up a relief pitcher if your current 
pitcher starts giving up hits (see Explanation of Pitcher’s Statistics). 


Warming Up a Pitcher 


It is usually desirable to warm up your relief pitcher before bringing him 
into the game. Press the [CONTROL][C] key to view your complete 
pitcher's roster. To have a pitcher start warming up: 


¢ Enter the number for the pitcher you want to use and press [Return]. 
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The letter “B” will appear next to the pitcher's name to indicate that he is 
warming up in the Bullpen. 


To review which pitcher you have warming up in the Bullpen, press the 
[CONTROL][C] key again. A pitcher is considered to be warmed up after 
the next batter has had an opportunity to bat. 


Two factors must be considered when warming up a pitcher. First, if you 
insert a new pitcher into the game without warming him up, the first batter 
he faces will have a better chance of getting a hit. Second, once you start 
warming up the pitcher his Tiring Factor will decrease with each succes- 
Sive inning. Thus, if you warm up a relief pitcher (with a Tiring Factor of 2) 


for 2 innings, he will already be tired when you bring him into the game 
and will start to give up hits almost immediately. 


Bringing the Pitcher in from the Bullpen 


To replace your pitcher on the mound with a pitcher from the Bullpen: 
¢ Press the [CONTROL][D] key. 

¢ Enter the number of the pitcher you want to use and press [Return]. 
NOTE: The letter “W” displayed next to a pitcher’s name indicates that he 


is warmed up and ready to go. 


Explanation of Pitcher’s Statistics 


The pitcher’s statistics can be broken down into 3 categories: 


1. Performance against left-handed or right-handed batters. 
2. Season data. 
3. Game information (i.e., Starter, Reliever, and Tiring Factor). 
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Performance 


This first group of statistics should be used to evaluate how you will have 
your pitcher throw against the current batter: 


Pitcher’s Name 


BF - Batters Faced (left- or right-handed) 
H - Hits 

HR - Home Runs 

50 - Strike Outs 

BB - Walks 


Season Data 


These statistics are used to evaluate the pitcher’s effectiveness: 


THROWS - Left-handed or Right-handed pitcher 
R - Runs 

ER - Earned Runs 

ERA - Earned Run Average 

W - Wins 

4 - Losses 


Game Information 


These statistics are used to help you decide whether you want the pitcher 
to start or relieve: 


nF - Tiring Factor (see following explanation) 
IP - Total Innings Pitched 

GS - Games Started 

CG - Complete Games 


SV - Saves 
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Each pitcher is assigned a Tiring Factor (TF) based on the number of 
innings per game that he pitches. This factor is decreased after each 
inning until it reaches 0. When the Tiring Factor reaches 0, the pitcher 
starts to tire and his chances of allowing a base hit begin to increase. 


When you've finished reviewing/adjusting your PITCHERS screen stats, 
press the [CONTROL][A] key to return to the main SCORE/PLAY 
SELECTION screen and resume play. 


Play 


All of your pre-game preparations are now complete. When the SCORE/ 
PLAY SELECTION screen is displayed, press any key to continue. 


Offensive Options 


Offensive play options are broken down into two major categories: 


1. Batting 
2. Base Running 


Batting 


The first offensive decision you must make as team manager is how your 
leadoff batter should hit against the opposing team’s current pitcher on 
the mound. You have 7 batting options in addition to the normal batter/ 
pitcher matchup. Batting options are listed at the bottom of the SCORE/ 
PLAY SELECTION screen. If you are using joysticks, please refer to the 
Player Card or the Offensive Joystick Commands section of this manual. 
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BATTING OPTIONS 
PRESS RETURN FOR NORMAL BATTING 
- HIT AND RUN 
= BUNT FOR HIT 
- SWING AGGRESSIVELY 


= BAT CAUTIOUSLY 
= SACRIFICE BUNT 

= HIT BEHIND THE RUNNERS 
- SQUEEZE BUNT 





Enter the number of the batting option you'd like to select and press 
[Return], or just press [Return] to select normal batting. 


Base Running 


The second offensive decision you must make concerns your base run- 
ning options. As with batting, you have 7 base running options to choose 
from in addition to normal running. Base running options are listed at the 
bottom of the SCORE/PLAY SELECTION screen. The opposing team’s 
fielders’ THROW ratings are also listed to help you make a decision. 


RUNNING OPTIONS 
PRESS RETURN FOR NORMAL RUNNING 
1 = STEAL 2ND 
= STEAL 3RD 
> STEAL HOME 
- RUN AGGRESSIVELY THROWING RATINGS 
= RUN AGGRESSIVELY LF LF = 4 


RUN AGGRESSIVELY CF CF = 2 
= RUN AGGRESSIVELY RF RF = 3 
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Enter the number of the base running option you'd like to select and 
press [Return], or just press [Return] to select normal running. 


Explanation of Offensive Options 


Batting 


HIT AND RUN 


This option is used to give the base runner the opportunity to advance an 
extra base on a single or double. The HIT AND RUN option is also used 
to avoid hitting into a double play. One drawback in selecting this play is 
that if the batter strikes out, the base runner will be forced to steal the 
base. In this case the base runner’s stealing ability comes into play, and 
he may be thrown out. 


BUNT FOR HIT 


This option may be used when you have a good bunter at bat (3 or 4 
BUNT rating). This option causes the batter to attempt to lay down a bunt 
and beat out the throw for a base hit. 


SWING AGGRESSIVELY 


This option causes the batter to swing aggressively at the ball, increasing 
his chances for an extra-base hit. However, the SWING AGGRES- 
SIVELY option also increases his chances of striking out and decreases 
his chances of getting a walk. 
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BAT CAUTIOUSLY 


This option makes the batter more selective in the type of pitch he will 
swing at. He will guard the plate and just try to make contact with the ball, 
as opposed to "taking a big cut” at the ball as he would with SWING 
AWAY. This option increases the batter’s chances of getting a walk while 
decreasing his chances for an extra-base hit or a strikeout. 


SACRIFICE BUNT 


With this option the batter gives himself up as an out to advance the base 
runner. He will bunt the ball and attempt to beat the throw to first, but his 
success rate for getting on base will be very low. 


HIT BEHIND THE RUNNERS 


This option makes the batter try to hit the ball to the right side of the 
infield, in order to advance the base runner from 2nd to 3rd or from 3rd to 
Home. This play differs from a sacrifice bunt in that the batter is still trying 
for a hit. This option increases the batter’s chances of hitting a ground 
ball to the right side of the field while decreasing his chances for a hit. 


SQUEEZE BUNT 


The squeeze bunt is used to try to score arunner from 3rd base by having 
the batter bunt the ball. However, if the defense calls the PITCH OUT 
option, the runner on 3rd will usually be thrown out at home plate. 
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Base Running 


STEAL 
Selecting any of the first three base running options: 


STEAL 2ND 
STEAL 3RD 
STEAL HOME 


will make the base runner attempt to steal the selected base. If you 
attempt to steal a base that is already occupied, the runner on the 
occupied base will also try to steal. For example, attempting to steal 2nd 
with runners on 1st and 2nd will force the runner at 2nd to steal 3rd. 


RUN AGGRESSIVELY 


This option makes the base runner(s) attempt to take an extra base ona 
hit to any field. Before selecting this option, you should take into con- 
sideration the opposing team’s FIELDERS RATINGS. To determine if 
the base runner is safe or out when trying to take an extra base on a base 
hit, Pure-Stat Baseball matches the Base Runner’s Ability (BRA) against 
the fielder’s THROW rating in the field to which the ball was hit. For ex- 
ample, if your base runner has a BRA rating of 4 and the fielder has a 
THROW rating of 2, the runner’s chances of being safe are increased. 


RUN AGGRESSIVELY LF 


This option makes the base runner(s) attempt to take an extra base only 
if the ball is hit to the left fielder. Thus, if the opposing team has a poor 
fielder in left field, your chances of successfully taking an extra base are 
good. 
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RUN AGGRESSIVELY CF 


The runner(s) will attempt to take an extra base only if the ball is hit to the 
center fielder. 


RUN AGGRESSIVELY RF 


The runner(s) will attempt to take an extra base only if the ball is hit to the 
right fielder. 


Defensive Options 


You have 2 decisions to make when defending against the offensive 

team. You must decide how your pitcher will face off against the oppos- 
ing batter, and you must set the infield and outfield to maximize your 
fielding alignment. 


Pitching 


There are 4 pitching options to choose from in addition to normal pitch- 
ing. If you are using joysticks, please refer to the Player Card or the 
Defensive Joystick Commands section of this manual. 


PITCHERS OPTIONS 
PRESS RETURN FOR NORMAL PITCHING 
1 PITCH AGGRESSIVELY 
PITCH AROUND BATTER 
INTENTIONAL WALK 
PITCH OUT 


lou we of 


2 
3 
4 
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Enter the number of the pitching option you'd like to select and press 
[Return], or just press [Return] for normal pitching. 


Fielding 


After giving directions to your pitcher, you will have to set your defensive 
alignment. You can select from 5 fielding options in addition to normal 
fielding alignment. 


FIELDING OPTIONS 
PRESS RETURN FOR NORMAL FIELDING 
1 = INFIELD IN 
IN AT CORNERS 
GUARD THE LINE 
PLAY AGGRESSIVELY IN THE OUTFIELD 
PLAY BEHIND THE RUNNER 





Enter the number of the defensive fielding alignment you'd like to select 
and press [Return], or just press [Return] for normal fielding. 


NOTE: More than one fielding option may be selected. In the case of a 
defensive conflict (selecting both 1 and 3, for example), the option 
selected last will be used. 


Explanation of Defensive Options 
Pitching 


PITCH AGGRESSIVELY 


This option makes the pitcher "go right at the batter” by throwing the ball 
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over the plate. By selecting this option, you will decrease the batter’s 
chances for a walk or a single, but you will increase the chances for a 
strikeout or a hit for extra bases. 


PITCH AROUND BATTER 


You may select this option if there is a very good hitter at the plate. While 
you don't want to intentionally walk him, you certainly don’t want to give 
him a good pitch to swing at. This option decreases the batter's chances 
for a strikeout or an extra-base hit, but increases his chances for a walk. 


INTENTIONAL WALK 


This option can be used to walk the batter. This option will typically be 
used when 1st base is open and a good batter is up to bat, either to 
increase the possibility of a force play or to pitch to a weaker on-deck 
batter. 


PITCH OUT 

This option causes the pitcher to pitch out, to increase the chances for 
the catcher to throw out a stealing base runner. If you select this option, 
the chances for a stealing base runner to successfully steal a base are 
greatly decreased. However, if the runner is not attempting to steal then 
the chances for walking the batter are increased. 

Fielding 

INFIELD IN 


The selection of this option may prevent a base runner on 3rd base from 
scoring on a ground ball hit to an infielder. However, since the fielders 
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have moved in from their normal fielding positions, the chances of a 
ground ball getting through the infield are increased and you give up the 
chance for a double play. 


IN AT CORNERS 


This fielding alignment can be used to prevent a base runner on 3rd base 
from scoring. The 1st and 3rd basemen move in while the shortstop and 
2nd baseman remain in their normal fielding positions. If the ball is hit to 
the 1st or 3rd basemen, the runner will hold at 3rd base, preventing the 
score. However, you give up the chance for a double play, and increase 
the chances for the batter to get a base hit. 


GUARD THE LINE 


This option moves the 1st and 3rd basemen closer to their respective 
lines. This decreases the chances of the batter getting an extra-base hit if 
the ball is hit down the line, but if the ball is hit ’in the hole” the batterhas a 
greater chance of getting a base hit. 


PLAY AGGRESSIVELY IN THE OUTFIELD 


This option causes the outfielders to attempt to throw out any base 
runner trying for an extra base. However, if this option is selected and you 
attempt to throw out the lead runner, all other runners may advance an 
extra base on the throw. 


PLAY BEHIND THE RUNNER 


This option makes the 1st baseman play as though no one is on 1st base. 
You increase the chances of catching a ball hit to the 1st baseman, but 
also increase the chances for a successful steal. 
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Play Selection Cancellation 


There may be times when you make a play selection and then change 
your mind. If you are on the offensive BASE RUNNING OPTIONS 
screen, you can: 


¢- Press the [DELETE] key to back up to the BATTING OPTIONS 
screen. On the Apple II or Il plus, use the [<-] key. 


If you are on the defensive FIELDING OPTIONS screen: 
> Press the [DELETE] key to back up to the PITCHERS OPTIONS 


screen. On the Apple II or Il plus, use the [<-] key. 


Reviewing and Printing the Box Score 


You can review or print a detailed Box Score any time during or after the 
game to keep track of your players’ performances. 


¢ Press the [B] key to review or print the Box Score. 
You will then be prompted to indicate whether you want the results dis- 


played on the screen or sent to the printer. If you select the printer option, 
make sure that your printer is connected and turned on. 


How to Use the Joystick 


A joystick may be used instead of the keyboard to make your offensive 
and defensive play selections. This feature is particularly useful for 
maintaining secrecy during a two-player game. 


Before turning on the computer, simply plug the joystick into the 
computer. 
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Offensive and defensive joystick commands are illustrated on the follow- 
ing pages. 


Offensive Joystick Commands 


BATTING OPTIONS 


Hit and Run 
* Sacrifice Bunt 


Bat Cautious! Bunt for Hit 
: * Hit Behind the Runners 


Swing Aggressively 
* Squeeze Bunt 
BASE RUNNING OPTIONS 


Steal Second Base 
*Run Aggfessively LF 


Run Acaressivel Steal Third Base 
om : * Run Aggressively CF 


Steal Home 
* Run Aggressively RF 


* — Press the firebutton while pushing the joystick in the desired direc- 
tion. 
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Defensive Joystick Commands 


PITCHERS OPTIONS 
Pitch Aggressively 


Pitch Out Pitch Around Batter 


Intentional Walk 


FIELDING OPTIONS 





Infield In 
* Play Behind the Runner 


Play Aggressively 
in the Outfield 


In at Corners 


Guard the Line 


* = Press the firebutton while pushing the joystick in the desired direc- 
tion. 


NOTE: In a TWO PLAYER game, only one player may make his play 
selections at a time. The joystick user should not move his joystick while 
the keyboard user is making play selections, and vice versa. 
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